CULLER ROGUE 


ROGUE DC 


This subclass will refer to something called your 
"Rogue DC" a couple times through the document. 
Your Rogue DC is the following: 


8 + Dexterity Modifier + Proficiency Bonus 


VORACITY 


Beginning at 3rd level, you begin your journey in learning 
how to cull through the hordes. Upon reducing a creature to 
O HP with a melee weapon that deals piercing or slashing 
damage, you may immediately flourish with the weapon. All 
creatures of your choice within 5-feet of you must succeed on 
a Dexterity saving throw or suffer damage equal to the 
weapons damage dice + your sneak attack die maximum. 

Ex: Your weapon is a dagger and you have 4d6 sneak 
attack die total, your flourish deals 1d4+4 damage. 

If this ability kills another creature, it triggers again, this 
ability can trigger a maximum times per round equal to your 
proficiency bonus. 


HORDE DANCER 


Additionally at 3rd level, you are able to slip through waves of 
foes with ease. Attacks of opportunity against you have 
disadvantage, and whenever you start your turn within 5-feet 
of a hostile creature, your speed is increased by 10-feet until 
the end of your turn. 


"THROWN MASTER 


Starting at 9th level, you know you can't rely on the first kill to 
start the chain. When you use your cunning action, as apart 
of the same bonus action you may throw a weapon with the 
thrown property that deals piercing or slashing damage. 

If you throw a weapon this way, you treat all damage dice 
the weapon has as 1. Upon retrieving the thrown weapon, you 
may immediately trigger Voracity. 


ESCAPE ARTIST 


Beginning at 13th level, your mastery of dealing with hordes 
has made you adept at dealing with what they may throw at 
you. You have advantage on saves or checks to avoid being 
restrained, and if you are grappled, you may spend 5-feet of 
movement on your turn to escape the grapple. 

Additionally, if you are restrained by something such as 
hand-cuffs or dimensional shackles, you may escape from 
these bindings with no check provided you are uninterrupted 
for 5 minutes. 


DEATH LOTUS 


At 17th level, you have become a master of your blade 
flourishes. Whenever you trigger Voracity, you deal double 
the damage dice of the weapon instead. Additionally, upon 
reducing a creature to O HP you may immediately throw a 
weapon with the thrown property that deals piercing or 
slashing damage. 

If you throw a weapon this way, you treat all damage dice 
the weapon has as 1. Upon retrieving the thrown weapon, you 
may immediately trigger Voracity. 


LEGENDARY HERO FIGHTER 


SS he world is full of so much darkness, people 
kill and steal from each other, monsters run 
people down and torment the world. Gods and 
demons look down on the mortals like 
weaklings for domination. You are determined 
to change the fate of the weak, you will be the 
one to make a difference. You aren't in it for 

glory, wealth or power... You just want to save everyone. 


HELPLESS CREATURES 

This subclass has abilities that will activate or gain 
bonus effects upon a creature being Helpless. A 
creature is considered helpless when they are not 
hostile towards you and are one of the following: 
Below 25% of their maximum HP, Grappled, 
Restrained, or Prone (Them being prone must not 
have been a voluntary action) 
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HEROIC TALES 


Beginning at 3rd level, the tales of your heroic's become a 
beacon to all in need of help. While moving towards a 
helpless creature, you gain an additional 15-feet of 
movement. 

Additionally, you have advantage on intimidation 
(Charisma) checks made against evil aligned creatures. You 
have advantage on all other Charisma checks when made 
against good aligned creatures that are not hostile towards 
you. 


SELFLESS 


Additionally at 3rd level, you know to protect those who can 
not protect themselves. Whenever a helpless creature within 
5-feet of you is targeted with an attack, you can redirect the 
attack towards yourself, the attack automatically hits when 
using this ability. The damage from the attack is halved if 
redirected this way. 

You may use this ability a number of times equal to your 
proficiency bonus, you regain all uses of this ability upon 
finishing a short rest. 


EVERYTHING OR NOTHING 


Beginning at 7th level, your blows resonate with your 
unbreakable will to fight on. Any melee weapon you wield is 
treated as magical for the purpose of overcoming resistance 
or immunity to nonmagical damage. 

Additionally, you deal bonus radiant damage equal to half 
your proficiency bonus with all melee weapons you wield 
(Rounded down). If there is a helpless creature within 30-feet 
of you, this bonus is increased to your total proficiency bonus 
instead of half. 


AURA OF LEGENDS 


Beginning at 10th level, you project an aura that instills the 
suffering with an unbreakable might. All helpless creatures of 
your choice within 30-feet of you have their AC increased to 
be two less than yours (If their AC is higher than yours this 
ability has no effect) 

For every creature gaining the benefit of this aura, you gain 
a +1 bonus to hit on your melee attack rolls. 

You can not grant this benefit to a creature while you are 
unconscious. 


COSMIC DROP 


Just because you are not there to protect, doesn't mean evil 
should attempt to harm those you have sworn to fight for. 

Beginning at 15th level, you may target a helpless creature 
you can see as an action (Alternatively you may target a 
creature hostile to you, however you must target a helpless 
creature if you can see one). Provided there is open space 
above you, you leap into the air with impossible strength. You 
end up a number of feet in the air equal to your Strength 
Modifier x 100. You float there until the beginning of your 
next turn, once your next turn begins, you start crashing 
down towards the helpless creature you targeted to activate 
this ability. 

All non-helpless creatures within 60-feet must succeed on 
a dexterity saving throw against your fighter DC (Use your 
Strength or Dexterity for calculating this DC) or suffer 
bludgeoning damage in d6's equal to your fighter level 
(Example: Level 16 fighter, you roll 16d6 for this ability) or 
half as much on a successful save. 

After using this ability, you gain a level of exhaustion, and 
you can not use it again until completing 1d4 long rests. The 
level of exhaustion gained from this ability can not go away by 
any means until you regain usage of it. 


TITAN SLAYER 


Once you hit 18th level, you know that the gods will not help 
you... It's up to you to save people from the bitter darkness. 
Whenever you hit a creature with a melee weapon attack and 
that creature is one size bigger than you, your weapon deals 
an additional damage dice. 

Additionally, if the creature is two sizes bigger than you, 
your weapon attacks against them will always be treated as a 
critical hit. If you are gaining this benefit and you rolla 
natural 20, you gain an additional attack instead of increased 
damage. 


LUMINOSITY SORCERER 


beacon to push back the darkness is what every 
Luminosity Sorcerer strides to be. The origin of 
your power may have been from the blessing a 
god of light, being the child of a legendary hero 
or blessed one, maybe you just trade your 
origins back to minor angelic blood throughout 
your family line. Regardless of your origin 
however, you are the unyielding and undying light that pierces 
through the darkness. 


VARIANT: LUMINOSITY BLOODLINE SPELLS 
Sorcerer Level Spells 


Ist Cure Wounds, Guiding Bolt 

3rd Blindness/Deafness, Scorching Rays 
5th Blinding Smite, Daylight 

7th Fire Shield, Wall of Fire 

9th Dawn, Immolation 


OOO 


SORCERERS AND BLOODLINE SPELLS 


Many feel like Sorcerer is a class that really needs 
bloodline specific spells, if you are one of those 
people then feel free to allow your players to use 
this list! They gain the spell listed at the 
appropriate level and it does not count against 
their spells known, it becomes a Sorcerer spell for 
them if it is not already. Feel free to ignore this part 
of the subclass if you are not someone who uses 
the expanded spells though! 
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LIGHTBRINGER 


Beginning at 1st level, the light inside you has shown itself. 
You learn the Light and Sacred Flame cantrips, these do not 
count against your cantrips known and count as Sorcerer 
cantrips for you. 

Additionally, you mark your foes for your lights wrath. 
Whenever you deal fire or radiant damage to a creature, you 
may make them J//uminated for the next minute. While a 
creature is Illuminated, they shed bright light around them for 
5-feet, and then dim light for another 5-feet. 

As a bonus action, you may expend a sorcerery point or 
spell slot of any level to remove the [//uminated condition off 
of all afflicted creatures to trigger one of the following effects 
on them (You may choose which effect for each creature): 

Light Binding. The afflicted creatures must succeed on a 
Constitution saving throw against your Sorcerer DC or have 
their speed reduced to O until the beginning of your next turn. 

Light Implosion. The afflicted creatures all suffer radiant 
damage equal to half of your Charisma Modifier (Rounded 
down) 

Prismatic Barrier. The afflicted creature receives a 
penalty on their next damage roll equal to half of your 
Charisma Modifier (Rounded down) until the beginning of 
your next turn. 


LIGHT OF THE AGES 


Beginning at 6th level, your spark brightens ever more. 
Whenever you deal fire or radiant damage to a creature that 
is currently Illuminated, you may immediately consume the 
mark to trigger Light Implosion without expending any 
sorcerery points or spell slots. 

Additionally, Light Implosion and Prismatic Barrier's 
effects are now based on your charisma modifier instead of 
half. . 


FINAL SPARK 


At 14th level, your light has begun to overflow and reach 
immeasurable new heights. As an action and by expending 5 
sorcerery points, you cast Sunbeam. When cast this way, the 
spell does not require concentration, and it deals additional 
damage equal to your Charisma modifier. 

If you do not already know the Sunbeam spell (Assuming 
the DM does not allow the expanded spells) you learn it, it 
does not count against your Sorcerer spells known. 


SHINE BRIGHTER 


Starting at 18th level, your light magic has achieved 
groundbreaking heights. After removing the Illuminated 
condition from a creature using your Lightbringer or Light of 
the Ages feature, you may force the creature to make a 
Constitution saving throw against your spell save DC. Ona 
failed save, they are blinded until the end of their next turn. 


EXPANDED SPELL LIST 


The Fallen Celestial lets you choose from an expanded list of 
spells when you learn a warlock spell The following spells 
are added to the warlock spell list for you. 


FALLEN EXPANDED SPELLS 
Sorcerer Level Spells 


Ist Inflict Wounds, Ray of Sickness 

3rd Gentle Repose, Spiritual Weapon 
5th Bestow Curse, Life Transference 

7th Death Ward, Evard's Black Tentacles 
9th Dispel Evil and Good, Hallow 


SOUL SHACKLES 


Beginning at 1st level, your dark patronage shapes the very 
souls of those around you. Every living creature within 60- 
feet of your is connected to you via spectral chains that only 
you can see. These chains can be detected by creatures with 
true sight. If a creature is hostile to you or is attempting to be 
hidden, they can make a Charisma saving throw against your 
Warlock DC. On a success they are unaffected by the chains, 
you are unaware if someone has done this. 

You are always aware of every creature connected to your 
chains (But not their exact location) if a spell requires sight, a 
creature connected to these chains counts as being seen by 
you. 

Whenever a creature afflicted by these chains is reduced to 
O HP, you may choose to siphon away a small piece of their 
souls as a reaction. If you do so, you gain temporary hit 
points equal to your proficiency bonus. 


ANGEL'S TONGUE 


Additionally at 1st level, you learn the Celestial language, and 
your choice of Abyssal or Infernal if you do not already know 
them. 

Most celestial creatures will see you as a regular Celestial 
Warlock, and will treat you however they normally would 
treat one of these warlocks until they realize your patron is 
Fallen (Through either your actions or your patrons) 


BLACK SHIELD 


Beginning at 6th level, your shackles infect the mind of enemy 
casters without them even knowing. When a creature 
affected by your soul shackles casts a spell that forces you to 
make a saving throw, you gain a bonus to the saving throw 
equal to your Charisma modifier. 

Additionally, these spells can not inflict the following 
conditions on your even if you fail: Grappled, Paralyzed, 
Restrained and Stunned. 


DEFILED DEFENSE 


Starting at 10th level, your patron bestows some of their once 
celestial glory upon you. You gain resistance to Necrotic and 
Radiant damage if you do not already resist them. 

Additionally, your Soul Shackles healing effect no longer 
requires a reaction to activate. 


SHARED LOVE 


Finally at 14th level, your allies begin to reap the benefits of 
your deal. Allies of your choice affected by your Soul 
Shackles gain the benefits of Black Shield and Defiled 
Defense's resistances. 

Additionally, if any ally affected by your Soul Shackles is 
reduced to O HP or would die, instead of healing yourself you 
may use your reaction to give them the healing you would've 
received, and you suffer damage equal to 5 times the healing 
you would've gotten. 


ADDITIONAL INVOCATIONS 


Here's a few bonus invocations that come alongside this 
class! You do not need to be using this subclass to use any of 
these invocations. 


DARK BINDING 
Prerequisite: Eldritch Blast 

You have been shown ways how to fire different blasts of 
Eldritch might. Whenever you would cast Eldritch blast, 
instead of firing multiple beams you compress it into a single 
attack. For every beam you would fire, your Dark Binding 
deals 1d10 Force Damage (You only add your charisma 
modifier once if you have the Agonizing Blast invocation) 

A creature hit by this attack must succeed on a Strength 
saving throw against your Warlock DC or become restrained 
until the end of your next turn. 


FATE RUNNER 
You gain an additional 5-feet of movement. You may select 
this invocation multiple times to get more movement. 


FIGHTER OF THE DARK 
Prerequisite: Pact of the Blade 

Your skills in martial combat greatly improve. You learn a 
fighting style. Upon finishing a long rest, you may exchange 
your current style for a different one. 


SERVANT TO ALL 
Prerequisite: 15th Level 

Your skills at serving your current master has caught the 
attention of others, and they are proposing many deals. You 
gain the 1st level feature of another Warlock subclass of your 
choice (You do not gain the expanded spells) Your current 
patron may not be happy with this decision. 


TORMENTED SOIL 

Prerequisite: Hex Spell or a Warlock feature that curses 
When you would use your feature that curses, instead of 

targeting a single creature, you may infect the land with your 

curse. Choose a 15-foot area within range, all creatures 

within this area suffer the effects of your curse (If the curse 

requires a save they all must make it) 


ARCANE CONDUIT WARLOCK 


You have given your mind and body to the very being of the 
weave. Your pact was not with a direct entity, but with the 
very presence of the weave. Your body is a husk for the 
immense arcane energy toiling throughout it all, and it 
manifests in immense ways. 


EXPANDED SPELL LIST 


Being an arcane conduit lets you choose from an expanded 
list of spells when you learn a warlock spell. The following 
spells are added to the warlock spell list for you. 


Warlock Level Spells 


Ist Absorb Elements, Magic Missile 

3rd Enhance Ability, Scorching Rays 

5th Call Lightning, Pulse Wave (EGW) 

7th Arcane Eye, Otiluke's Resilient Sphere 

9th Bigby's Hand, Wall of Force 
ARCANOPULSE 


Beginning at 1st level, you automatically learn eldritch blast if 


you do not already know it. 

Whenever you cast eldritch blast, instead of casting it 
normally, you launch a burst of energy in a line instead. You 
may launch a number of these bursts depending on how 
many beams you can normally use with Eldritch Blast. The 
burst is 5 foot wide and 30 feet long. All creatures caught 
within the burst must succeed on a dexterity saving throw 
against your warlock DC or suffer your Eldritch blast 
damage. 

Creatures beyond the first have advantage on the save. The 
beams length increases as you gain levels in this class. 
Increasing to 45-feet at 5th level, 60-feet at 11th level, and 
finally 120-feet at 17th level. 

If you take an invocation that would increase your Eldritch 
Blasts range, every five-feet increased adds an additional foot 
to your bursts length (For example, Eldritch Spear increases 
your Eldritch Blast's range by 180-feet. Divided by five that's 
an extra 36-feet to your burst. Round down in instances such 
as this to get to a multple of 5) 


LIMITLESS WELL 


Starting at 6th level, when you damage a creature with a spell 


of first level or higher, you may use your reaction to regain the 
spellslot used for casting it (If you used innate casting, you 
regain one usage of that innate casting) 

After you use this ability, you may not use it again until you 
finish a long rest. 


ARCANE ENLIGHTENMENT 


Beginning at 10th level, the nature of your abilities has 
opened up a world of new arcane might to you. Choose any 
spell from first to fifth level that is apart of one of the 
following schools: Abjuration, Conjuration, Evocation, or 
Illusion. You learn that spell, it counts as a warlock spell for 
you and does not count against your spells known. 

You may change this spell as an action, after changing it 
this way you may not do so again for another hour. 

When you gain access to your Mystic Arcanum, you may 
use them to cast this spell. You may choose to expend any of 
your Mystic Arcanum’'s to cast the spell gained from this 
feature, it is cast at the level of the Arcanum expended. 


ARTILLERY MAGUS 


Finally at 14th level, as a bonus action, you may enter a state 
where your devote all your might to your magic. For the next 
minute or until you end this state as a bonus action, all your 
speeds drop to O and you gain a 10-foot hover speed. You may 
only move vertically with this hover speed. 

All spells cast in this form have their range doubled, spells 
such as Lightning Bolt or this subclasses Arcanopulse have 
their width and length doubled. Creatures have disadvantage 
on saving throws against your spells cast in this form. 

Finally, you may use your Limitless Well feature an 
additional two times while in this state. 


After using this ability, you may not use it again until 7 
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COLLEGE OF TEMPTATION 


Temptation is the song of evil and vices, bards of the college 
of temptation wield this song to fulfill their own darkest 
desires. Originating from succubi, bards of this college are 
typically masters of seduction and being the puppetmaster in 
a wicked game. 


ALLURE OF CORRUPTION 


Beginning at 3rd level, your charms take on a sinister nature. 
Whenever a creature is charmed by you, they additionally 
suffer the following penalties: 


e They can not voluntarily use their movement to move 
further away from you if they can see or hear you. 


e They have disadvantage on perception checks while they 
can see or hear you. 


Additionally, when you would deal damage against them, 
they suffer additional psychic damage equal to your bardic 
inspiration die. 


KISS OF THE SUCCUBI 


Additionally starting at 3rd level, you discover how to better 
charm foes. By expending a usage of your bardic inspiration, 
you can cast the charm person spell as a bonus action with 
the following changes: 


e The creature does not have advantage on the save if it is 
fighting you. 


e You ignore either the verbal or somatic components (But 
not both) the remaining component should be a flirtatious 
gesture, such as a kiss or flattering words. 


e If it failed its saving throw by 5 or more, it is unaware you 
charmed it once the spell ends. 


‘TouGH LOVE 


Beginning at 6th level, you are able to harm those under your 
sway without suffering much consequence. When you 
damage a creature charmed by you and this would normally 
break the charm-the enemy creature instead has to repeat the 
saving throw with advantage, on a failed save they are still 
charmed. 

Additionally you have advantage on attack rolls against 
creatures charmed by you. 


SORRY NOT SORRY 


Additionally at 6th level when a creature charmed by you is 
reduced to O HP or dies, you gain temporary hit points equal 
to half your bard level (Rounded down) + Your Charisma 
Modifier. 


MASS ‘TEMPTATION 


Once you hit 14th level, your skills and cruelty are as deep as 
a normal succubi's. When casting charm person using your 
Kiss of the Sucubi trait, you cast it as if it was being casted at 
3rd level. Creatures no longer have advantage on their 
subsequent saving throws to break your charm if you damage 
them with tough love. 


CIRCLE OF THE RUINED 


Druids are defenders of nature and preservers of the natural 
cycle, whether it be of life, death, or some other force. Druids 
can uphold many different things... But what happens when 
they fail? For many druids, failure isn't an option, they'll keep 
perservering until they succeed in some way, whether it be 
vengeance, restoration or some other idea. But sometimes, 
the failue is so drastic that the druid will lose all hope, they'll 
succomb to their inner darkness and negative emotions... 
They'll become Ruined. 

The circle of the ruined is very similar in thematic to an 
oathbreaker paladin except it is quite more niche, however 
unlike Oathbreaker, some druids may immediately take on 
this circle. Typically evil druids, these druids seek to bring 
ruin to all and to disrupt the natural cycles other druids wish 
to preserve. 


PARASITE 


Beginning at 2nd level, you are a parasite upon the world and 
others, and you have begun to learn how to make use of the 
ruination you bring. As an action, you may expend a usage of 
your wild shape to target the remains of a creature within 5- 
feet of you, if the creatures CR is equal to half your druid level 
or less, you possess it. If the CR is higher this ability fails 
(You do not expend your wild shape usage if it fails, but you 
still lose your action) Your possession lasts a number of 
hours equal to your normal wild shape duration. You may 
expend another usage of wildshape to extend the duration. 

You replace your own statisitcs with the statblocks (Except 
for your mental statistics), if the creature had missing 
remains, you fill them in with spectral magic to their original 
form. You do not gain the creatures legendary actions or 
resistances, lair actions, or spellcasting if they had it. If the 
form is capable of casting, you may cast your druid spells 
while in it. 

While possessng the creature, they have a clear mark 
indicating that you are possessing them-such as a spectral 
crown floating over the creatures head, or glowing eyes. _ 

If you are reduced to 0 HP in your possessed form, the e 
remains are destroyed and you take the excess damage. Once = 
this ability ends, you appear in the possessed creatures spa <— 
and their remains fall harmlessly to the ground, you can not 
possess those remains again until 1 week has passed. You i 
may end this feature early as a bonus action. a 

You can not possess remains under the effect of gentle ._.. 
repose or protection from evil and good. Effects that would ~— 
normally expel possession from someone force you out of the a. 
body. = 

The bodies of constructs are not suitable remains for j 
possession. 


RUINATION 


Beginning at 6th level, your magic spreads despair 
throughout the world around you. Whenever you cast a spell 
of 1st level or higher, the area around you is shrouded in an 
extremely weak dark mist. For every level of the spell, this 
mist forms a 10-foot radius around your current location, and 
lasts for 30-minutes. 

While you are in the mist, you can take the hide action as a 
bonus action, and you can hide from creatures even if they 
can directly see you. 

If there are remains within the mist, you can possess them 
provided you are also in the mist, regardless of how far away 
they are, you appear in the remains space after possessing 
them. 


ADEPT POSSESSION 


Once you hit 10th level, your possession has reached a 
disturbing level of potency. You can now possess as a bonus 
action, and if you do not have a remaining use of wildshape, 
you may expend a spell slot of 4th level or higher to possess 
instead. 

Additionally, if the last form you had possessed had any 
resistances or immunities, you may choose one to retain after 
that possession ends until you possess a new target. 


SOVEREIGN'S DECREE 


Beginning at 14th level, the dead know to answer to you even 
if you are not able to directly possess them. As an action you 
can expend a spell slot of 5th level or higher, all remains 
currently within your dark mist are brought back to life under 
your control, they revive with HP equal to your druid level + 2 
times the spellslots level. These raised creatures can not 
leave your dark mist, and die when they are no longer in the 
mist. 

They take their own turns in initiative. They lose any 
legendary actions and resistances, lair actions and 
spellcasting their statblock may have had. 


VARIANT: KEPT KNOWLEDGE 


As an optional rule when using this subclass, the DM may 
allow the ruined druid to retain some knowledge of their 
previous vessel, much like the 10th level feature. 

This feature is gained at level 2 if allowed. Follow the table 
below to determine what you get if the statblock has that 
feature. No matter how many features the statblock gets, you 
can only receive a number of bonuses at once equal to half 
your proficiency modifier (Rounded up) You choose which 
bonuses you receive, this can not be changed until you 
choose between new features via possessing something else. 

(For further clarification, these bonuses are gained while 
you are not transformed via Parasite or Wild shape, it's 
meant to give the subclass the option of having gishlike 
qualities) 


FEATURES RETAINED 


Statblock 
Feature Druid Bonus 
AC of 18 or +1 AC 
higher 


Attack with Any weapon you use has its damage die 
damage die increased by one stage, to a maximum of 
ofdlOor d12 
d12 


Multiattack When you take the attack action, you may 
make an additional attack as a bonus action 


Spellcasting When you cast a cantrip as an action, you 
may make a melee attack as a bonus action. 


Regeneration If you have less than half your HP maximum, 
you regain 1 HP at the end of your turn, up 
to a cap of half your HP maximum. This only 
functions provided you are conscious. 


FEAR DOMAIN 


When fields lie calm and wind stands still.. Run home, run 
home... As the crows make night of the fading sun... Hide 
now, hide now... When the trees do bow, as if they weep... 
Stay down, stay down... Though its light beckons forth, a 
melody calls out... Too late, too late 


FEAR DOMAIN SPELLS 
Cleric Level Spells 


Ist Cause Fear, Sleep 

3rd Blindness/Deafness, Darkness 

5th Fear, Hunger of Hadar 

7th Evard's Black Tentacles, Greater Invisibility 


9th Animate Objects, Enervation 


A HARMLESS SCARECROW 


Beginning at 1st level, you begin to learn how to sow unease 
in your prey. As an action you may target an unoccupied 
space within 10-feet of you, you create an exact illusory 
duplicate of yourself in that location. To realize it is an 
illusion, the creature must succeed on an investigation check 
equal to your spell save DC. This illusion does not hold up to 
physical inspection. 

If a creature touches the illusion (Whether it be through 
attackng it or touching it to inspect it) they must succeed on a 
Wisdom saving throw against your spell save DC or become 
frightened for 1-minute. They may repeat this saving throw at 
the end of their turn, ending the condition on a successful 
save. 

If the creature fails their investigation check to discern the 
illusion, they are treated as if they had failed the saving throw 
against the fear. 

You may have a number of illusory duplicates out equal to 
your Wisdom modifier. If you attempt to create a new one 
when you are at your limit, your oldest one expires. You may 
dismiss any illusion as a free action. After an illusion forces 
someone to make a save, it expires regardless of whether or 
not it actually feared them. 


JUMPSCARE 


Additionally at 1st level, you are most frightening when you 
are unexpected. You gain proficiency in the stealth skill 

If you are hidden from a creature and you hit them with a 
weapon or spell attack roll or they fail a saving throw against 
a spell of yours, they become frightened of you until the end 
of your next turn. 


CHANNEL DIVINITY: 
BOUNTIFUL HARVEST 


You can use your channel divinity to suck the life from those 
around you. As an action, you present your holy symbol, each 
creature of your choice within 30 feet of you must make a 
Constitution saving throw. A creature takes necrotic damage 
equal to 2d10 + your cleric level on a failed saving throw, and 
half as much damage on a successful one. You gain 
temporary hit points equal to half of the damage dealt with 
this ability, to a maximum of four times your wisdom 
modfiier. 


‘TERRIFY 


Once you hit 6th level, you can frighten those even that harm 
you. When a creature within 5 feet of you that you can see 
hits you with an attack, you can use your reaction to cause 
the creature to make a Wisdom saving throw. The creature 
becomes frightened of you until the end of your next turn ona 
failed saving throw. While frightened this way, a creature can 
not attack again. 

You can use this feature a number of times equal to your 
Wisdom modifier (a minimum of once). You regain all 
expended uses when you finish a long rest. 


FRIGHTENING STRIKES 


Beginning at 8th level, you are gifted with otherworldly horror 
in battle. When a creature takes damage from one of your 
cantrips or weapon attacks, you can also deal 1d8 psychic 
damage to that creature. Once you deal this damage, you 
can't use this feature again until the start of your next turn. 


ILLUSORY SHIFT 


Starting at 17th level, you leave your prey guessing at where 
you truly are. As an action or reaction to being targeted by an 
attack, you swap places with one of your current duplicates 
from A Harmless Scarecrow. This swap occurs before the 
attack hits if used as a reaction. 


PATH OF THE ALPHA 


SOY he rage of an omega alpha chad... It is 
something all Barbarian's aspire to achieve, 
and you have managed it. You have reached 
the pinnacle of a Barbarian, you are an alpha 
being and your rage is a sight to behold for all. 
Whether it be because of your gamer dent, 
magnificent scream or bulging muscles, you 

are the embodiment of power. 


BATTLE ROAR 


Beginning at 3rd level, the louder you are the stronger you 
become. Whenever you enter your rage or as a bonus action if 
you are already raging, you may begin to scream. Your 
screams intensity can be increased to the next level as a 
bonus action. Refer to the chart below to determine the 
effects of each scream level. 

When your rage would end due to not dealing or taking 
damage in the past round, your scream intensity instead 
decreases by 1 rank (If you are at Rank 1 your rage ends as 
normal) 


SCREAM INTENSITY 


Intensity Buff Debuff 


Rank 1 You gaina+1 to your Strength All creatures 
and Dexterity scores and their within 60 feet 
maximums can hear you. 

Your 
intelligence 
and wisdom 
decrease by 1. 


Rank 2. When you hit with a weapon The aura is 
attack, you may add your rage _ increased to 
bonus damage an paeiorah 120 feet. Your 
time. intelligence 


and wisdom 
decrease by 1 
point (Total of 


Rank 3 You gain a+1 to your Strength The aura is 
and Dexterity scores and their increased to 
maximums (Total of +2) 240 feet. Your 

intelligence 
and wisdom 
decrease by 1 
(Total of -3) 


Rank 4 Your rage's maximum duration is The aura is 
increased to 5 minutes. increased to 
Whenever you roll advantage 480 feet. Your 
thanks to Reckless Attack, you _ intelligence 
may roll the die three times and wisdom 
instead of twice. decrease by 1 

(Total of -4) 


Rank 5 Even if your mental scores are O, The aura is 
you may still function normally increased to 
(Ex: O intelligence doesn't 960 feet. Your 
render you comatose). Your gain intelligence 
a+2 to your Strength and and wisdom 
Dexterity scores and their decrease by 4 
maximums (Total of +4) (Total of -8) 


DISCOUNT CODE 


Additionally at 3rd level, your alpha ways tend to persuade 
shopkeepers on their own. You have advantage on checks 
made to haggle or get a better deal in a monetary transaction 
of some kind. 


TYLER GAP 


Beginning at 6th level, the party merely having you on their 
team is an advantage. When you roll initiative, all allies 
within 60-feet gain a bonus to their rolls equal to your 
Constitution modifier. 

Additionally, while allies are within your screaming area 
they are considered deafened if a harmful effect requires 
them to be able to hear it, such as thunder damage or the 
suggestion spell (But they can still speak and hear eachother 
as they drown you out) 


BLOODRUSH 


Beginning at 10th level, your intensity fuels your drive to fight 
on. You gain bonus walking speed equal to 10 x Your current 
Intensity. 


REFORMED 


Beginning at 14th level, you are determined to show you are a 
better person than you once wer-just kidding lets go wild. 
When you enter your rage, you may choose to immediately hit 
Rank 5 intensity. If you do so, you gain a level of exhaustion 
upon the rage ending. 

You must finish a long rest before using this ability again. 


CHANGELOG 


e Legendary Hero was made to be less reliant on Helpless 
creatures (Level 7 feature now deals some bonus damage 
even if there's no helpless within range, and you can now 
Cosmic Drop on enemy creatures if there's no helpless 
creatures in range) Aura of Legends slightly nerfed. 


e Luminosity Sorcerer's capstone feature now requires a 
saving throw to blind instead of being saveless. Fixed 
expanded spell list. 


e Fallen Celestial chains can now be avoided with a 
charisma saving throw. Additionally, the reaction was 
changed from restoring HP to gaining temp HP. Removed 
Animate Dead from expanded spell list. 


e Arcane Conduits Arcane Enlightenment limited to certain 
spell schools. 


CREDITS AND IT HANKS! 


ARTIST CREDIT 


I am no artist, just someone with a lot of homebrew ideas and 
a vague ability in graphic design. All artwork I use in this 
document is credited below, please show respects to the 
artist and if the original artist sees this and feels I did not 
properly credit them/does not wish for their artwork to be 
used, contact me at u/Zellorea and I will rectify this as soon 
as possible. 


e Alex Flores (Pantheon, Coven Morgana) 
e Justduet (Human Xerath) 

e Oreki Genya (Viego) 

e Ruy E. Carulli (Fiddlesticks) 

e Sixmorevodka Studio (Katarina Art, 

e Su Fu (Ahri) 

e Suke (Lux) 


e Yasmim Longatti (Second Morgana) 


STAIN CREDIT 


In all of my homebrew I use watercolor stains created by 
u/flamableconcrete aka Jared Ondricek. These brews and 
PDFs would not look nearly as nice without his creations, so 
huge thank you to him! You can find all stains I use on his 
website, watercolors.giantsoup.com. 


OTHER HOMEBREW 


You may recognize me for other homebrews such as the 
Siphoner class and my project to turn every league of legends 
champion into a subclass, if you want to be alerted as soon as 
all of those are publically available, join the discord! 


https://discord.gg/c4T35 1 gbqT 


PATRON THANKS! 


This homebrew was supported for by my patrons on 
https://www.patreon.com/Zellorea. If you wish to support me 
or encourage me to make more things like this or update this 
in the future, that's the best way to do it! 

A thank you to my current supporting patrons! Their 
names are listed below as a show of my immense 
appreciation towards them. 


¢ Renowned Hero: InsanelInsanity 


e Folk Hero: EmrysMerlin 


